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Abstract 
One way to eliminate the fear of grammar lesson is by using language games.  Language games are important to 
create excitement in language lessons.  This session reports on a study that aimed to explore the benefits of using 
board game to teach grammar. The study was carried out among Pre TESL students of UiTM Pahang, Kuantan 
Campus.    The data from the study were analyzed by using frequency table, bar charts and Independent T-Test. The 
session will present the overall results of the study, revealing the beneficial effects of using board game in teaching 
grammar. 
 
© 2012 Published by Elsevier Ltd. Selection and peer-review under responsibility of the Centre for Environment-
Behaviour Studies (cE-Bs), Faculty of Architecture, Planning & Surveying, Universiti Teknologi MARA, Malaysia. 
Keywords: Board game; grammar; language teaching technique 
1. Introduction 
  Very often grammar classes are perceived as scary and complicated by students.  If we can just get 
the right approach to eliminate the fear, it will benefit the students in many ways.  The history of 
approaches used to teach grammar has good and bad sides.  First, the Grammar-Translation Method 
which encouraged students to translate endless texts made them bored.  The method somehow hindered 
their will to get to know grammar.  Second, the Audio-Lingual Method used both listening and speaking 
for the students to listen and repeat the right grammatical structures.  This type of approach gave more 
benefits  on children as they performed a lot of drills. Besides, the Communicative Approach on the other 
hand focused merely on speaking practice rather than form.  The students would at the end able to 
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produce the language but with grammatically incorrect structures.  Lastly, the Total Physical Respond 
(TPR) and the Natural Approach were more suitable on children and the beginners rather than the youth 
as they gave emphasize on meaning rather than form.  Therefore, it is important for the educators to let 
the students explore both form and function (Chitravelu, 2005).  The emphasis on form and function will 
produce students who can use the language accurately and fluently. Another possible solution is the 
introduction of grammatical rules using activity that is meaningful or the integrated approach (Hawanum, 
2004). This is supported by Brown, (2001) p. 57) that claims meaningful learning as one of the cognitive 
will lead toward better long-term retention than rote 
learning p. 57).  It is indeed a challenge for teachers of today to find the right approach to draw the 
students close to grammar. 
There are many studies that state the beneficial effects that game playing can bring in the teaching and 
The more people play, the more positive emotions are generated, which 
in turn makes play easier and thus helps to genera (Schwartz, 2012).  
Besides, (Musilova, 2010).   
Nevertheless, there are still insufficient studies in addressing whether board games can successfully help 
students to explore the grammar tenses. Therefore, this study seeks to find whether board game is an 
effective teaching tool in teaching grammar. 
The major problem encountered by the Pre Tesl students of UiTM Kuantan Campus is understanding 
the grammar rules and applying them in their everyday lives.  They are not able to distinguish the tenses 
and unable to decide when to use present tense, present progressive, past tense, past progressive, present 
 
Furthermore, when it comes to the real use of the language they are always at loss.  They are not able to 
express themselves accurately and confidently. Scholars and educators assume that the students are tired 
56).  As a matter of fact, distinctions in English during SPM examination do not guarantee them to get 
good grades in grammar quizzes and examinations.  Therefore, the researcher believes an additional 
approach has to be used in order to teach grammar as a supplement to textbooks.  Since many studies 
have proven the benefits of using games in grammar teaching therefore, this study seeks to find answers 
to three pertinent research questions:  
 Does the use of board game to the experimental group reduce grammatical mistakes?  
 Does the use of board game to the experimental group help them to remember the grammar rules? 
 Will the attitude of the experimental students towards grammar change after the use of board game?  
2.  Literature Review 
Intrinsic motivation is an internal drive that urges someone to fulfill something.  In another words, 
intrinsic motivation explains the beneficial effects of applying games in grammar lessons. The urge that 
the students have to play and win is the internal drive that drawn themselves to the games.  If the games 
happen to be good, the students will be learning while they are playing (Vernon, 2006). Furthermore, 
students will be able to build their sense of control and at the same time enhance their self-confidence 
through games and electronic activities (Guerrero, 2001).    This is because the fun and excitement that 
they have in playing games will reduce their fear in learning g Pupils can learn to speak English 
2x as fast when they are excited about learning Hence, the right and suitable games 
will help the students to improve their grammar.  
A study carried out by (Thomas, 2005) was based on games and electronic activities designed for 
college students to reinforce grammar in the College Writing classroom. Several types of games were 
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speech poker, scribble and sentence trivia.  The researchers believe that providing the combination of 
games provides a friendly and cooperative surrounding among the students in mastering the grammatical 
concepts.  mar mastery and build 
foundational grammar skills
grammatical structures via games put less pressure on the students. When there is less pressure, this will 
indirectly help them to get the grasp of the grammatical concept. 
Unlike the first study, the second study by (Musilova, 2010) was carried out using a single game to 
teach grammar.  The study was meant for the 5th grade pupils of English in Czech Republic 
game.  In this game, in order to find the hidden treasure, the students have to solve 
grammatical exercises throughout the process.  Some of the grammatical exercises involve introducing 
stories, learning new vocabularies, completing definite and indefinite articles, practicing irregular and 
regular nouns as well as practicing the verbs (to be, to have got) and using the possessive adjectives.  The 
outcomes of the study show that the students found the game interesting and were highly motivated to 
solve the 
students to different grammatical elements in one activity. Besides, it is indeed a fun and meaningful way 
to encourage the students to master the grammar rules.  Even though the researcher must have gone 
through a tedious task to prepare different sets of grammatical exercises, it is worth the effort as the 
students benefit a lot from the activity. Although fun and exciting games are both vital in grammar 
lessons, the main aim at the end of the lesson is to get the students to practice both form and function. 
Another study carried out by (Margaret, 2007) was also based on a single game to teach grammar in 
order to improve college students writing skill.  The game 
sentences consist of long, compound-complex sentences including some adjectives and adverbs.  One 
Barking loudly at the mailman, the big black dog scared the children playing 
nearby, so they ran quickly to their mother in the yellow house on the corner
games, the students in small groups have to erase at least three words per turn so that the remaining words  
will form a complete sentence.  The researcher found out that the students managed to play with the 
words by removing several words but at the same time manage to form complete sentence even though 
This approach helps students discover their own 
sentence patterns and strengthen thei Margaret, 2007). The study helps the students 
to improve their writing skill as they play with the words at the same time making sure that the sentence 
still possesses correct syntax.  The good side here is the students are not tied to specific grammar rules as 
they are in charge of arranging the words and be creative so that the words carry linguistic meanings.  
Furthermore, the game exposes the students to different sentence types and will eventually enhance their 
linguistic ability. All the three studies highlight good and useful games to be used by the students to 
master their grammar competency.  The gap in my study is using board games to teach grammar on four 
different tenses (simple present, simple past, present continuous and past continuous).  This approach is to 
see whether the TESL foundation students are able to improve their grammar scores in grammar subject. 
3. Methodology 
A quantitative research design by means of experimental and survey were used to answer the research 
questions.  The population of the study consists of TESL foundation program students of UiTM Pahang, 
Kuantan Campus who enrolled into the program in May 2012. They were 115 students who were divided 
into four groups (A, B, C & D). The first two groups (A &B) were assigned into experimental group and 
the other two groups (C & D) were placed into the control group. The total number of samples in the 
experimental group was 57 and 58 in the control group. 
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4. Research Instrument 
Two research instruments had been used to conduct the study.  The first instrument was questionnaire 
whereby 2 sets of questionnaire were prepared, Questionnaire 1 and Questionnaire 2.  Questionnaire 1 
was distributed to all 115 students in order to collect information regard
attitude and encouragement towards English and their response towards teaching and learning of English 
grammar.  On the other hand, Questionnaire 2 was only distributed to the experimental group to get 
feedback on the treatment given to them.  In addition to the questionnaires, pre-test and post-test grammar 
questions were also used in the study.  The pre-test was administered to both groups before the treatment 
was given to the experimental group.  After treatment had been given to the experimental group, both 
control and experimental group were required to answer the post-test questions. Since the syllabus for that 
particular semester covers grammar tenses, the test questions are related to grammar tenses.  The test 
papers consist of 2 cloze texts and 40 errors identification in a form of sentences from the grammar tenses 
topics which all the students have prior knowledge on.  The post-test contains the same questions as the 
pre-test, differing only in the arrangement of the questions.  This is important in order to find out whether 
the samples are able to choose the correct answers after the treatment has been given to them.  As such, 
the tests can be used to measure the effectiveness of the treatment given to the experimental group by 
comparing the test scores between the pre and the post-test.  The two cloze texts contain 15 blanks each.  
The students have to fill in the blanks with the correct tenses (present tense, present progressive, past 
tense and past progressive). Besides, in the error identification and correction, the students have to 
identify 1 error from each of the 40 sentences concerning tenses by underlining and correcting the errors 
and writing the correct words on top of the words that they have underlined.  
5. Data Collection and Analysis 
The whole data collection process took around 7 weeks to complete.  In week 1, all the 114 
respondents were gathered in one room and were given Questionnaire 1 to answer within 30 minutes.  
Then they were given 2 hours to answer the pre-test.  At the end of the 2 hours both Questionnaire 1 and 
pre-test papers were then collected by the researcher. The total number of treatment given to the 
experimental group and control group was twice a week, 2 hours each session. From week 2 until week 7, 
the students from the experimental group had been taught grammar that involved tenses (present tense, 
present progressive, past tense and past progressive) by using textbook, and board games.   The first one 
hour was spent on textbook and the remaining one hour was spent on board games.  There are two board 
games used in two meetings every week and altogether there are 12 different board games used 
throughout week 2 until week 7.  The board game started with the introduction of the rules and 
regulations of the games to make sure the students know the rules that would  lead to a better use of the 
board games. The board games are designed in A 3 size.  The concept of the game is similar to snake and 
ladder game where the winner will be the first person who reaches the finish box. The students in a group 
of 4 to 5 members will be given a board game, a dice and indicators to play with the game. Unlike the 
snake and ladder games, the board game consists of sentences from various tenses which are all 
grammatically incorrect. The player has to correct the sentences on the board as he moves forward.  Every 
time the player stops, he will have to correct the sentence.  If he gets it right, he will have to throw the 
dice again and continue with the game.  If he gets it wrong, he will have to stop and another player will 
take his turn.  The game is a student centered activity where the peers help to determine the correction 
made by the player.  If all of the members are still not sure of the answers then only they refer to the 
teacher.  The main aim of the game is to let the students to figure the errors from the sentence 
construction on their own and try to correct them. Besides, the game exposes the students to variety of 
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sentence patterns. The emphasis here is to let the students aware of the clues that can help them to correct 
 It is incorrect.  
Since the subject (water) is singular, the verb t  
verb tenses. What the player has to do is he has to construct correct sentence from the verb given.  For 
and if he gets it wrong other player will take his turn, so on and so forth.  The main aim here is to let the 
students to try to use the language, at the same time try to come out with correct grammatical structure.  
In 
addition, the board games used were related to topics covered in the syllabus of that particular semester.  
The students from the control group on the other hand, were taught grammar that involved the same 
topics for two hours each session, twice a week by merely using the textbook.    At the end of week 7, 
Questionnaire 2 was administered to the experimental group.  They were given 30 minutes to complete it 
and handed it back to the researcher.  Then, respondents from both experimental and control group were 
gathered in one room to answer the post test for 2 hours. The data from both Questionnaire 1 and 
Questionnaire 2 together with the pre and post test results were then analyzed by using the Statistical 
Package for Social Sciences (SPSS version 20). 
6. Findings and Discussions 
6.1. This section of the findings will discuss the findings from Questionnaire 1 which have been 
distributed to all respondents from both Experimental and Control Group prior to any treatment given to 
the experimental group 
The findings show that 77.8% of the respondents were female and 22.2% were male.  Even though,   
100% of the respondents like English but only 40% use the language regularly.   Furthermore, 75.3% of 
the respondents were interested in learning grammar in school and 96.3% believe that learning grammar 
is important while 3.7% remain neutral.Furthermore, 50.6% of the respondents agree and very much 
agree that grammar rules are difficult to understand while 11.1% very much disagree and disagree to the 
statement whereas 38.3% remain neutral. This is supported by (Gribbin 56) that scholars and educators 
assume that the students are tired of the rules and grammar vocabulary that are complicated and hard to 
maste .   Besides, 39.5% of the respondents agree and very much agree that grammar 
rules are difficult to remember whereby 13.5% very much disagree and disagree with it whereas 46.9 % 
remain neutral. 
6.2. This section of the findings will discuss findings from Questionnaire 2 which were distributed to the 
Experimental Group after the treatment had been given to them 
52.4% of the respondents were never been exposed to the teaching of grammar by using board game at 
school whereas 47.6% were exposed to board game.  Besides, 95.2% prefer the use of board game as 
compared to other method in learning grammar.  On the other hand, 88.1% of the respondents agree that 
board game motivates grammar learning whereas 11.9% disagree to it.  Then, 85.7% of the respondents in 
table 6 believe that board game is an interesting method, 4.8% very much disagree and 9.5% remain 
neutral.  Besides, 85.7% very much agree and agree that board game is a useful method, 4.8% disagree 
and 9.5% remain neutral.  This is supported by (Schwartz, 2012) that claims  The more people play, the 
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more positive emotions are generated, which in turn makes play easier and thus helps to generate even 
.  On top of that, 90.4 of the respondents believe that board game helps improve 
grammar whereas 7.1% disagree with the statement and 2.4% remain neutral.  On the other hand, 59.6% 
of the respondents from Table 9 believe that board game helps them to remember grammar rules, 4.8 % 
disagree to it and 35.7 % remain neutral.  This is supported by (Brown, 2001) that claims meaningful 
learning as one of the cognitive principles of S will lead toward better 
long-term retention than rote learning p. 57).  This will later on build up the sense of confidence within 
the students. 
6.3. Findings from pre and post tests 
Table 1 shows the independent sample T-test of the Pre Test of the Experimental and Control groups.  
The findings show that the mean score for control group is higher than the experimental group.  This 
happens before any treatment is given to the experimental group. Table 2 shows the independent sample 
T-test of the Post Test of the Experimental and Control groups. The findings for the Post Test reveal that 
the mean score for the experimental group is higher than the control group which is 38.53 whereas for 
control group is 27.55 whereas the (2 tailed) or the p-value is < 0.05. This shows that there is a difference 
in grammar scores between experimental and control groups when grammar is taught using board game.  
arning while 
enhance their self-confidence through games and electronic activities (Guerrero, 2001). Not to forget that 
learning in a relax environment does not put pressure on the students.  When the pressure is less, they will 
learn something in a better way. 
Table 1. Independent Sample Test (Pre-Test Result) 
 Group N Mean Std. Deviation Std. Error Mean 
Pre Test 
Experimental 57 13.19 6.209 .822 
Control 58 19.53 6.880 .903 
 
 
 Levene's Test 
for Equality of 
Variances 
t-test for Equality of Means 
F Sig. t df Sig. (2-
tailed) 
Mean 
Difference 
Std. Error 
Difference 
95% Confidence 
Interval of the 
Difference 
Lower Upper 
Pre Test 
Equal variances 
assumed 1.216 .273 -5.186 113 .000 -6.342 1.223 -8.764 -3.919 
Equal variances 
not assumed 
  -5.191 112.192 .000 -6.342 1.222 -8.762 -3.921 
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Table 2. Independent Sample Test (Post-Test Result) 
Group N Mean Std. Deviation Std. Error Mean 
Post Test 
Experimental 57 38.53 3.586 .475 
Control 58 27.55 5.072 .666 
Levene's Test for 
Equality of Variances 
t-test for Equality of Means 
F Sig. t df Sig.  
(2-tailed) 
Mean 
Difference 
Std. Error 
Difference 
95% Confidence Interval 
of the Difference 
Lower Upper 
Post 
Test 
Equal 
variances 
assumed 
6.243 .014 13.377 113 .000 10.975 .820 9.349 12.600 
Equal 
variances not 
assumed 
  
13.416 102.693 .000 10.975 .818 9.352 12.597 
7. Conclusion 
Board game is a useful teaching tool to be used in grammar lesson as there are many positive outcomes 
that can be seen after several activities have been carried out in the classrooms. By using board game as 
the supplement to textbooks, the students are motivated to learn grammar as they believe that board game 
is an interesting and useful method to be used in the classrooms. Besides, board game also helps to 
improve grammar and helps students to remember grammar rules.  While board game cannot fully replace 
the teacher just yet it can serve as a useful teaching aid.  In particular it can be used to address the area of 
English grammar learning.  Furthermore, with the availability of board game, and as a cheap source of 
learning medium, it becomes handy to the learning of language.   
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Appendix A.  
A.1. Example of a board game 
 
START 
 
 You gets up at 
7:00? 
I are having a 
high 
temperature 
and a sore 
throat.  I feel 
terrible.  
GO AHEAD 
3 SPACES 
The boss 
consider my 
application for 
promotion.  
GO BACK 2 
SPACES 
The letters V.I.P. 
is standing for 
Very Important 
Person. 
Form a sentence 
with   
 
 We keeps an 
eye on his 
house while 
he is away on 
holiday.  He 
is due back 
next week. 
They is seeming 
like a very nice 
couple. 
 
       ROLL 
AGAIN 
She are loving 
her brothers very 
much although 
she often argues. 
Sam and Sally 
comes to watch 
TV at our house 
this evening. 
The moon are 
going around 
the earth. 
GO AHEAD 
4 SPACES 
Indians ate a lot 
of curry and 
spicy dishes. 
 Sulaiman were 
being very selfish 
about this.  I 
started thinking 
of others a little. 
 We has a lot of 
fun with the 
new video 
games at the 
moment. 
Form a 
sentence with   
are 
 
The Koran are 
saying that we 
must always be 
honest. 
 GO AHEAD 2 
SPACES 
Malaysians 
were loving 
rice. 
ROLL 
AGAIN 
 He is jogged 
four times a 
week. 
 Water  freezed at 
 
He always get 
into trouble at 
school. 
LOSE A 
TURN 
When I 
arrives at the 
café, Jean sit 
at a corner 
table with a 
cup of coffee. 
 
       ROLL 
AGAIN 
Do she wear 
black shoes 
today? 
My friend came 
tonight. 
GO BACK 1 
SPACE 
They always 
misses classes. 
They keeps 
the house 
clean until his 
return. 
You eats lunch 
at 12 noon? 
LOSE A TURN Form a sentence 
were 
 
 I were buying a 
new car in 
1992 
He does 
happy. 
 
 
They is 
understanding 
what you say to 
them. 
 GO AHEAD 3 
SPACES 
ROLL  
AGAIN 
I are smelling 
something 
burning. 
Form a sentence 
 
STOP! YOU 
REALLY 
KNOW YOUR 
VERBS! 
You wore glasses 
and a hat at 8:00 
pm last night 
Did you take 
more than two 
subjects this 
semester? 
GO AHEAD  
3 SPACES 
 Form a sentence 
with   
 
 
 
